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INTRODUCTIONS 


We started this project with the goal of building on the success of VJarfar 
Cybertron by taking player criticism of the previous game to heart. We 
wanted to give the fans exactly what they wanted for this sequel, and the 
art-specific feedback we received was mostly centered around adding even 
more of their favorite iconic characters from the original series, having a 
greater variety of enemy characters to fight, and a wider range of 
environments to play in. 

The game takes place on a planet ravaged by years of constant warfare as 
the Hutobots prepare to leave their home world. Dur goal was to design an 
even grittier and more realistic version of war-torn Cybertron, and to try 
to capture the feeling of loss the Hutobots experienced as they witnessed 


I am pretty sure I have the best job in the world. I get up every day, work 
with extraordinarily talented people, and play with Transformers all day long. 
Cybertron is this legendary place that Transformers fans, like me, have had 
decades to imagine. What would an all-metal, Cybertronian world be like? 
What was the Civil War really like? What would Optimus Prime do? We ask 
each other these questions with childish glee, like other offices ask each 
other about... actually I have no idea what other offices are like [dhd I hope 
I never find out], 

Cybertron has been our playground for several years'now, first with War 
far Cybertron and now with Fall of Cybertron. In the beginning, the daunting 
mission statement before us was to tell the story of their world and 
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THE BRIDGE 


Dim Daly, lead concept artist for Fall of Cybertron, wanted to take the original nerve 

looking bridge than was ever thooght possible in 1964. “The G1 bridge is almost orange 
[in color], withoot a lot of reflection,” states Daly, “With the whole world of Cybertron 
being made of metal, the bridge of the Rrk should also be reflective-and polished on 

contrast with the now-decimated planet Cybertron, and the contrast is quite apparent. 
To wit: as the Rutobots abandon their war-torn home world, they step onto a gleaming 


Matt Tieger, game director, noted an important facet of the sophisticated construction 
of the bridge that helps to illuminate Fall of Cybertran’s gameplay: “For me,” he 
offered, “many of the lines [drafted] on the bridge are pointing toward the window 
glass... everything is focused toward one point of perspective.” The designers ensured 





TELETRAAN DNE 


In the G1 canon, Teletraan One is the Rrk’s onboard supercomputer, uuhich possesses 
“unmatched logical reasoning and analytic capabilities” according to IDW’s trade 
paperback reprints of Dreamuuave Productions' Mare Than Meets the Eye 
sourcebooks. Teletraan One uuas the mainframe uuhose scanning technology mas 

Earth forms: upon their resuscitation on our planet, Rutobots and Oecepticons initially 
became automobiles, cassettes & recorders, uueapons systems, and F-15 jet planes. 

In Fall of Eybertron, Teletraan One provides gamers uuith “Teletraan One Stations”—a 
series of interactive terminals ujhere a player can buy and upgrade their uueapons and 


accessories. These stations are portrayed in the concept sketches [located at the top 
of the opposite page] in three different stages: “Inert,” “Start Up,” and “Operating.” 

spending Energon [the in-game currency] to access blueprints and upgrade their 
accoutrements. This level of interactivity uias of paramount importance to High Moon, 
and gamers ujho are connected online have the liberty to post starred community 
ratings [from one to five stars] for the uueapons they acguire-allouuing other Transfans 
to learn through the Teletraan One store uuhich of these armaments are most popular 
or most effective for successful gameplay. 



TUTORIAL DRONE 

The Tutorial Drone is one of the first entities gamers uuill encounter in Fall of 
Eybertron. Ratchet, the Rutobot medic, uses the pilotless craft as his personal 

utilizing Bumblebee], to bring a player character additional ammunition, to distract 
charging enemies, and most importantly-as a purveyor of “f lashbang” stun grenades- 
those non-lethal explosives that uuill temporarily disorient Oecepticon enemies. It is 

appearance of the scanning module that issued forth from Teletraan One in the original 
G1 cartoon animation (“Explore, explore!”; “Repair, repair!”]; the Tutorial Drone’s brief 
appearance in the first chapter of Fall of Eybertron should elicit a mink and a nod 
from diehard Transfans. 

Rlthough the drone appears tiny mhen compared to the stature of Cybertronians, me 
should be mindful that everything designed for Fall of Eybertron is immense-even 

cannons, to the huge destructible covers adorning the driving area, even its colossal 
elevator lifts-every single aspect of the game is designed to be utterly massive in 




























































TOW CABLES 

The sense of foreboding dread the Rutobots perceived uuhen 
they witnessed the Nemesis hovering above them changed 
into shocked terror after the Decepticon vessel fired its 
sinuous, serpentine tow cables to immobilize the Rrk—allowing 
a crew of Decepticon warriors to launch an all-out assault on 
their terrified enemies. 

notice that as these tow cables breach the Rrk’s exterior, 
there exists a symbolic meeting of both factions’ aesthetics: 
where Rutobot dogma meets Decepticon instinct. The coiling 
tow cables represent the sharp, sinister, offensive 
Decepticon aesthetic that pierces the escaping ship, a 

of the Rrk-a ship that symbolizes the Rutobots’ predilection 
for safety, protection, and stalwart defense. So then, where 
the Rrk suggests safety and gleams like protective armor, the 

Rbove and beyond this important comparison, a brief mention 
should be made of the image of Soundwave riding on a tow 
cable. Movie buffs will recognize that this depiction is a 
reference to the 1964 black comedy Dr. Strangelave or: Houj 
I Learned to Stop Marrying and Love the Bomb, Stanley 
Kubrick’s award-winning film about a first-strike nuclear 
attack. Recording to Dim Daly, lead concept designer for High 
Moon Studios, Soundwave’s pose on the tow cable is 
deliberately reminiscent of one of the seminal moments in the 
Kubrick narrative, where veteran character actor Slim 
Pickens [as Rircraft commander Major T. D. “King” Kong] rides 











□RIVING AREAS 


Upon first witnessing the driving areas on the sorface of the Butobot Rrk during 
this chapter of Fall of Cybertron, old school gamers might be struck by this 
zone’s similarity to the second phase [the TIE Fighter/surface of the Death Star 
section] of the original Star Mars arcade game [19B3]-an incredibly popular 
first-person space simulator made famous by using 3D imaging and green-lined 
vector graphics. With myriad destructible covers and huge cannons dotting the 
surface of the Rrk, this comparison is, of course, quite rudimentary. For 
instance, it’s easy for gamers to be fooled by the unheralded level of 
sophistication High Moon concocted for these driving areas, for the ease of 
gameplay belies the refined technology. Dame Director Matt Tieger supports 
this idea, stating: “What the guys—the designers—did to the geometry curve [of 
these driving areas]... radically affects your concept of being on the hull of this 
colossal ship.” Here, you truly feel as if you’re playing on the outside of a gigantic 


In Atari's Star Wars, gamers play as Luke Skywalker piloting his X-Wing through 
trouble, a rebel who did not have to contend with quite as many antagonistic 
farces as the beleaguered Rutobots. Rs Dptimus Prime's gang speeds through 
the Rrk’s driving areas, you’re skillfully dodging tow cables and avoiding rocket 
fire as the Decepticons attack en masse... while ultimately driving toward your 
goal. Whether you’re playing as Bumblebee racing to save Dptimus Prime from 
Megatron, or as 3azz who is hoping to arrive at a place in time to stop the total 
annihilation of the Rutobot race, every single second matters. Rs this 
transpires, players will marvel at the curvature of the hull of the ship—at the 
precise horizon line as rendered by designers who wanted to create a totally 
immersive experience. 

Yet, while gamers view the Nemesis as it floats ominously past the horizon, many 
Transfans might take pause: does this ship remind them of something they’ve 
seen before? Something that... they’ve already witnessed in War for Cybertron? 


















Rs a character, Bumblebee has aluuays been one of the most prominently- 
featured and popular Transformers, essentially performing the role of 

stated in his original G1 “Tech Spec” [technical specification biography] 
taken from the back of his toy package, Bumblebee is “small, eager, and 
brave, [he] acts as messenger and spy... [idolizing] the bigger Rutobots... and 
strives to be accepted.” 

The painted concept proposal for Bumblebee as rendered by Dim Baly [note 
the image on the left] uuas the very first design that High Moon ever 
submitted to Hasbro for their approval [for War far Cybertran], and it’s been 
a love-affair ever since. Upon closer revieuj, mhen looking at the concept 
sketches of Bumblebee's alternate mode, the enthusiastic Rutobot’s vehicle 
form appears to be an amalgamation of a Tran Light Cycle and a 1970s 
Volksuuagen Beetle. This comparison is evinced by Mr. Baly, the game’s lead 


concept artist, uuho reflected upon his many film influences: “The 
Transformers sit atop a mental shrine of inspirational science fiction and 
fantasy from my childhood amongst others such as Tran, Blade Runner, the 
original Star Wars trilogy, Fllien, Mad Max II: The Road Warrior, The Dark 
Crystal, and Battlestar Galactica. Escaping into the Transformers universe 
fostered [my] creativity, and I credit that experience with the fact that both 
my brother [Bill Baly of Disney Interactive] and I greuu up to become artists 
and career video game developers.” 

Bo then, heavily influenced by concept cars and sci-fi movies, Bumblebee’s 
robot and vehicle designs changed very little from War jar Cybertran to Fall 
of Cybertran. One thing has evolved, however: all of the characters- 
uuhether Rutobot or Becepticon—mere rendered in higher resolution and are 
more aesthetically appealing to gamers in terms of detail; these characters 
simply “look better” at higher resolution. 


























CHAPTER TWC 


DEFEND THE ARK 
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Once a bright, shining sgmbcl of hape-tl 


When constructing the cities for Fall of 
Cybertran, Game Director Matt Tieger 
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CHAPTER THREE 



METRDPLEX 

With the Rutobot race vastly outnumbered and their population decimated, retreating R portmanteau of the Greek uuord metropolis for “mother state or city” [Metro-], and 
into the heart of lacon is their only choice-and there lies the heavily-armed Rutobot the Latin plexus, denoting “an interuuoven structure in the body” [-plex], Metroplex 
City. Rs the entire Oecepticon army tramples across the lacon border, Qptimus Prime (i.e. the physical Ei spiritual embodiment of a mother city] uias a Cybertronian that 
oversees the finishing touches of their spacecraft, the Rrk. Rlarms blare an ominous High Moon uuished to perfectly translate for the small screen in Fall of Cybertron. 
warning to lacon's inhabitants, and Qptimus realizes that the meager rations of when reviewing the concept paintings of Metroplex, you'll notice the references and 
Energon he has been slowly funneling to power their escape craft must now be used homages that artist Raron Limonick made to the G1 toy within his paintings: on the 
for more immediate concerns: to spare the lives of his comrades. left-hand design, Transfans will note the dual cannons that belong to Metroplex’s 

companion, Six-Gun, located behind Metroplex’s head in city mode as well as the turret 

To defend those constituents he has sworn to protect, Qptimus must descend into an d body of Rutobot City’s other companion, Slammer the tank, in the foreground, 
the bowels of lacon and find Metroplex-one of the ancient titans of Cybertron-in 

order to awaken the giant robot and safeguard his friends. Unfortunately, to power There are further suggestions of Metroplex’s G1 toy in these designs: note the 
a robot of such substantial size, the Rutobots must use all of their Energon reserves. presence of head-cannons, ramps, and other armaments in the image below. Here, 
When he finally converts from city mode, gamers will witness Metroplex’s truly awe- he truly resembles his original Generation Qne incarnation. “You can sense the EPIC 
inspiring power and massive scale: if changing Rutobot City into Metroplex is the scale of Metroplex... we wanted to make him look massive,” commented Tim Qaly, the 
Rutobot’s last line of defense on Cybertron, then it’s imperative that the robot looks game’s lead concept artist, “But although Metroplex is sentient and has a speaking 
gigantic—far bigger than either Omega Supreme or Trypticon in War for Cybertron. role, he's at Qptimus Prime’s beck and call.” 























































































CHAPTER FCUR 


EYE OF THE STORM 







Beyond the reaches of Cybertronian civilization sprawls an infinite desert dobbed the Sea of Rust. 
Rlthough not a body of water in the technical sense, the Sea of Rust exists as a foreboding place 
devoid of all sentient life: rust storms ravage the decayed buildings and deactivated ‘bats that 
pockmark the landscape; any Rutobot or Becepticon brave or foolhardy enough to traverse this 
inhospitable bit of scenery could be swallowed instantaneously. However, rumors abound that within 
the Sea of Rust lies a cache of Energon ripe for the picking. If the Rutobots wish to escape their 

who will dare to explore the untold mysteries and terrible dangers that have been buried for many, 
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It is unknown what abominable force created the Sea of Rust, 
since the answer to this question may be lost to antiquity. 
Nonetheless, the loathsome power that produced this desolate 
and barren wasteland apparently allows those [fool]hardy souls 
who dare to traverse this danger-ridden territory the 
opportunity to unlock the secrets of ancient civilizations buried 
under eons of compacted scum and scoria. Those unlucky 
travelers-such as Cliffjumper and Jazz-who pass through the 

terrain will encounter the shattered husks of gigantic robots— 
cold, quiet reminders of a better-vanished time. These colossal 
carcasses are all that remains of an ancient, fallen civilization; 
their bodies have become one with the landscape over time, 


is long forgotten, yet the resultant scenery haunts those who 
choose to wander this decimated plain: the Mar Jar Cybertron 
has had far-reaching effects to the biosphere of the planet. 
































Optimus Prime. Brauun. Windcharger. Bluestreak. Ironhide. Mirage. Megatron. 
Laserbeak. Skyuuarp. Thudercracker. Rumble. The proper name of nearly every 
single Transformers character is an appellation that functions as a 

conveys his inner psychology or allegorical [emblematic] nature.” These names 
represent their respective characters’ philosophy of life and symbolize their 
underlying ideology. 

To that end, the impulsive Cliffjumper implies a character uuho doesn’t “look before 
he leaps” in order to obtain vengeance against the Deceptions; he leaps into 
danger before anticipating the scenario or resulting impact his actions may have 
upon others. When questioned about the use of charactonyms ujhen he 
constructed the tech spec biographies for Hasbro’s Transformers characters. 
Bob Budiansky [the man responsible for conceiving and limiting most of the original 
Transformers’ names, characteristics, foibles and eccentricities] stated: “I mould 
say that many, if not most, of the names I came up ujith can be categorized as 
charactonyms. For example, [take] Ravage—a Deception that changes from a 


predatory violence, uuhich I thought mas a good fit for a character that looks like 
a bestial predator and mas one of the bad guys. I could go on and on mith more 
examples, but basically this mas my process for naming many of the characters... 
I played mental mord association games to come up mith a name that suggested 
mhat this character mas all about. Sometimes I bestomed a particular personality 
quirk on the character, and came up mith a name for a character based on that 
quirk. Music-loving Jazz is a good example of that.” 

Oddly enough, although Cliffjumper is famous for his impulsivity, in Fall of 
OybErtran, the Rutobots harness his blazing speed and audacious courage for a 
mission... that requires the utmost secrecy. Partnered mith the Rutobot lieutenant 

gone missing, and his presence in the Rutobot ranks could become a pomerful 
threat to Starscream, Megatron, and their Decepticon comrades. The tmo 
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it’s much more than that uuhen you peer behind the scenes. Rpart from functioning as a key part of chapter five-in regard 
to story elements-the Pit Hatch is a shining example of horn High Moon’s designers layer the style of each level/chapter 
as they build their props. The designers’ superlative uiork on props such as the exploding fuel tanks [to the right] and the 

great lengths that the studio mill go to create interactive, movable, manipulatable props for the game. 

to time and space restraints. In respect to the narrative, this outpost uuas created by the Decepticon army and uuas 
manned by their sentry-bots; there, Megatron’s uuarriors mould have established a presence in the Sea of Rust in order 
to suck out uuhat little Energon remained in the vast wasteland... to use it for their own sinister purposes. Rlthough this 

retained and then utilized ujithin other areas in Fall of Cybertran. 























































































rn 

K \w 

■ 

'A v.\ 






II 

ii 

% 

h 











fwwa 




c. > >1 f* \r 

¥ VDRTEX 


effectiveness of Vertex in this rale, when his alternate mode is that of a 
Cybertronian helicopter, until they read a description of the manner in ujhich 
Vortex executes his function. Rn unsettling explication of this technique is 
provided in his original G1 tech spec biography: “[Vortex]... takes Rutobots 
on dizzying, death-defying flights to scare information out of them,” and 

When gamers encounter Vortex and utilize his shockwave blast ability in 
Fall of Cybertran-a\\ the ujhile peppering Rutobot enemies uuith machine 
guns and discharging missiles that explode in a burst of purple-black smoke- 
they’EI note that using this Decepticon as a playable character is gleefully 
entertaining. Even though he’s an effective uiarrior in helicopter mode, a 
quick tap of a button allouus Vortex to fold back his rotor blades and convert 
into another modified mode, that of a jet fighter, ujhich is techno-organic 
icing on the cake. For although converting from robot to land-based vehicle 
is impressive in and of itself, there’s something singularly fascinating about 
Vortex running douun a long corridor as a robot then jumping into the air, 
changing into a helicopter mid-leap for a hasty assault or retreat. 



















































In the Generation One canon, the destructive and bone-dry Sea of Rust’s closest equivalent was known as the 
“Rust Sea”-a far different manifestation than what is found in Fall of Cybertran. Located along the equator of 
the planet, the Rust Sea was Cybertron’s most prominent body of water, comprised of a polluted ocean full of a 
caustic liquid that emanated mildly corrosive gases. In contrast, the Sea of Rust causes violent storms of what 
appears to be dust, yet is actually tiny flakes of fine metal that can deteriorate Cybertronian life forms depending 
on the fierceness of the wind gusts that contain these miniscule metal shards: the Sea of Rust is the Mojave Desert 
of Cybertron. “How does the Sea of Rust kill someone?” posited Matt Tieger, “It’s like a dust storm in the Mojave. 
It tears you apart. It also changes the pace of the game... as a result of traversing this desert you’re able to absorb 
more of the lore and history of this place. Rnd—from a Cybertronian perspective—you might even learn what you’re 
fighting for!” So then, in the Sea of Rust, there are quite a few important reveals in terms of the story. 
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^ SWINDLE 


Hs the cracker-jack munitions expert of the Combaticons [the Decepticons’ militant sub¬ 
group of fearsome soldiers], Swindle is also an unrepentant war profiteer. He is happiest 
when scavenging a battlefield-after a particularly grisly melee-for unspent rounds and 
unexploded ordnance, selling these to the highest bidder on the Cybertronian black market 
and lining his pockets uuith fistfuls of Energon. In chapters seven and eight of Fall of 
Oybertron, Sujindle acts as a confederate of Starscream, performing a daring mission 
for his “acting" Decepticon commander. Rlthough Swindle's strength lies in procuring 
munitions, he also functions as a capable scout and warrior. 


His Generation One tech spec biography perfectly encapsulates his personality: “Easy¬ 
going and good natured, but within him beats the fuel pump of the most greed-driven 
street hustler. Thrives on wheeling and dealing, works for his own personal material 
advancement. R one-robot 'black-market'.” Swindle is a fascinating character whose 
personality has survived through many different iterations of the Transformers mythos. 
This fact is evidenced by Hasbro’s new biography for the character on the back of his 
toy’s package: “To the other Eombaticons, the war with the Rutobots is an epic clash for 

the frenzy of destruction they cause as Decepticon Bruticus, Swindle quietly calculates 
how much he can get for selling all the scrap metal that'll be lying around afterward.” 
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BLAST OFF 


Blast Off’s original G1 personality [ca. 1986] was 
that of an arrogant and detached Decepticon. Rs 
an elite Combaticon utilized as the Deceptions’ 
interplanetary uuarrior-scout, Blast Off’s tech spec 
bio states that he “...feels literally and figuratively 
above the other Transformers as he soars through 
outer space. Rristocratic, aloof-[yet] disguises his 
long distance loneliness. Cruelly efficient at raining 
destruction on Earth. Flies at 26,QDD mph, stays in 
orbit for 8 months. Shoots powerful X-ray laser to 
hit target 12.DD0 miles auuay.” 


of Cybertran iteration, 
package states]-even u 














